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(54) COIN OR TOKEN OPERATED AUTOMATIC AMUSEMENT MACHINE 



(71) We, Phonographic Technical 
Limited, a British Company, of Phono- 
graphic House, Qaremont Road, London, 
N.W.2, do hereby declare the invention, for 
5 which we pray that a patent may be granted 
to us, and the method by which it is to be 
performed, to be particularly described in 
and by the following statement: — 

This invention relates generally to coin or 
10 token operated automatic amusement ma- 
chines, and more particularly to an amuse- 
ment machine which incorporates two dif- 
ferent types of amusement machine unit 
which are so interconnected that one of the 
15 units is locked out while the other is being 
used by a user, who will hereinafter be re- 
ferred to as the "player". 

A large variety of coin or token operated 
automatic amusement machines is known 
20 and such machines are generally installed in 
amusement arcades, hostelrics. clubs and at 
other locations particularly public houses. 
Such machines arc often so arranged that if 
the player achieves certain prescribed objec- 
25 tives he wins a prize, which may be in the 
form of one or more coins or tokens repre- 
senting certain money values. 

The principal object of the invention is to 
provide an automatic machine containing 
30 two different types of machine unit in which 
the player initially uses a type of amusement 
machine unit in which the decisi on a s _jp_ 
whether he wins or loses at each £ame is 
largely a matter of chance, there being little 
35 or no scope for the exercise of skill. This 
initial machine may be arranged to provide 
prizes in the form of cash, tokens or credits. 
Alternatively, if the player should achieve a 
prescribed objective the first unit is automati- 
40 cally locked out and the second unit is 
brought into operation, any credits standing 
to the benefit of the player in respect of his 
use of the initial machine unit being avail- 
able to use the second unit without further 
45 payment of money or tokens if the player so 
desires, each credit enabling him to play one 
game in the second machine unit. The 

[Price 25p] 



second machine unit is also of a kind in 
which prizes may be won, but the winning of 
prizes depends wholly or mainly on the skill 
of the player. The prizes won in the second 
unit are set up in the form of increased 
credits, which may be used for additional 
games in the second unit However, the 
player may at any time obtain a prize; which 
may be in the form of tokens, equivalent to 
the total number of credits standing to his 
benefit, by operating a control. 

TheTBveHuon consists of a coin or token 
operated amusement machine comprising a 
first automatic machine unit of a kind from 
which the user may either win a prize or 
attain a first prescribed objective, the winning 
of a prize or the attainment of the first pre- 
scribed objective being dependent mainly on 
chance, a second automatic machine unit of 
a kind from which the user may win a 
prize if a second prescribed objective is met, 
the attainment of the second prescribed ob- 
jective being dependent wholly or mainly on 
skill, and electrical and mechanical control 
apparatus interconnecting the two units, the 
control apparatus being so arranged that the 
second unit is initially locked out and the 
user is compelled to use the first unit, the 
attainment of the first prescribed objective 
causing the first unit to be locked out and 
the second unit to become operative. 

The first unit may be arranged so that in 
will deliver prizes if certain predetermined 
objectives are attained and if one particular 
objective is attained it will cause the second 
machine unit to become operative, the first 
machine unit being locked out 

One type of coin or token operated auto- 
matic machine according to the invention 
will now be described with reference to the 
drawings accompanying die Provisional 
specification in which: — 

Figure 1 is a pictorial view of the auto- 
matic amusement machine; and 

Figure 2 is a block schematic diagram 
showing the control apparatus and the inter- 
connections between the two machine unit* 
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Referring initially to Hmire i tuZl "IT ! 2 

is contained. This may be of theWmi •» • an . d 8 second pictorial symbol 24 7T«. 

generally known as a "fruit machine" ™ ? 'Uumination of the two symbok d^«J^? 

variation thereof in whicf the *, Cert ? in rate controlled by a T»2 

operates a handle 13 (or Son o elSo! ? ayCT ? object " «<> press a Sir k5L US 

mechanical control) which seS SirZ 2k £ f, aD - m ^ 

ff£"*"«!» the discs £S7JSr ,D 25?«^. 



waiaE! d,sc 80 that «he disc 



three MwfcJ^S*J %£^5£,J f at « ^Wt when tb~e wb^ZU?^ 
type or anv other^rescribed ^S^-^^ ^.^&a^&i^ 



™ Pf.. 8 "™" Resents the shooting of ducks 
and the background is a general 
scene including a huntsman fSSSm a^ua? 
a pictorial representation 2Fof a ducT 

If the player presses the trigger button 25 
at an instant when th e symbol 2UaJfamS 
nated ( a¥d this , s dot o »S°Lff "_V l umi : 
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aeh?pv^ a .L^ H«»cnoea combination is 

wkolly or matal, „,,*,„„ " M *P-* * "^"J-*; ■jmtw ofcmfi, inoiSSdS 
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L fl ""iiung or 

?s y f r main, - v on chance, 

. . first un, *t is mounted below a <i nn : n . 

3o ^ffisu^i'-S'jas 
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the credit m*»*P ^vl - w ctcqib "»«cated on 
mc creait meter 22 is reduced bv one »n<i « 

™?.l,L ep ^ cntoth * <>f ducS *noisS*fa 
emitted by the machine unit 

It will be appreciated that to press the 
— w, «, iiiaximum ot two desimf trigger button 25 at the correct 

SSSS'JfiSSL^ pre55i 7 "* r"f ""m-* MASS'S, of 
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«*- ntlU W| 

SStttonn. ac,,v,,y hc mav " ress » 

A! the commencement of his o\»v th* 

m,^:- 11 mav 00 arranged that the 
wncrc necessary rive rhan«<» ... — 



90 



95 



lively flash n*y oe £ chLTtEf 
havi^ keener and to^rSSfonfSv 
jf""* ron * iderab, y mo? AaT 50^ S 100 
and in fact his total may be as high as lflS% 

at random then by the ordinary tawof 
averages he should only achieve50% wiS 
over a long period. 3U% WUIS 

The player may at any time collect his 
cumulated winning, i. .u.^rTIL , ,CCT . 1118 
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mkc7s wh^h^ Tv ch W " or „T hc P ,a y«- may at any time collect his 

9 Ah^SLiv d ? ,VCred "J' 0 "** a ch ««c ht ,i! nU,a,cd T n ! n « s M <he fonn^f tokeS 
na«n» L^«- Y hc , n »y insert a token hy P ress "»« a further button 27. 

first unit is indicated at 28. This is provided 
w.ih appropriate contacts (not show?) which 
arc all closed if the three reds ^ston In i£ 
positions in which the firs^rycribed ob? 



control apparaiuV "KSffS ^ thc ^^^^rofS 

units is activated to lock Zt /k? P 3 ™ 1 " 'ntcrconnecting the hTZiS 

chine unit, so SSaMh! ^indfc ^ f?£ ^ n,U 71,6 or *2, StSj"^ 
dnice) can no lonccr be onenied i . 

j!; °J *• l*ycf may play aoy num. 
The second machine unit in the Danicttkr 
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machine unit so that this unit cannot be 
operated. 

Actuation of the device 29 energizes a small 
motor combined with a pulse cam in a unit 
5 32. The device 32 alternately energizes and 
de-energizes a "hit or miss** relay 33 and 
the contacts on the relay 33 alternately il- 
luminate two lamps 34 and 35. The lamp 
34 is behind the glass disc 23 of Figure 1 

10 and indicates a hit while the lamp 35 is be- 
hind the glass disc 24 in Figure 1 and indi- 
cates a miss. The two lamps, the relay 33 and 
the pulse cam unit 32 are so arranged that 
each of the lamps 34 and 35 is alight for 

15 the same length of time, and each lamp is 
alight for the whole of the period during 
which the other lamp is extinguished, apart 
from the minute amount of time required 
for the relay contacts to change over. The 

20 relay contacts may be so adjusted that this 
latter period is reduced virtually to vanish- 
ing point. The speed of the pulse cam unit 
32 is such that the player must exercise 
a considerable amount of skill in order to 

25 record his "shot" at an instant when the 
hit light 34 is illuminated. He does this by 

Fircssing the trigger button indicated at 36. 
f this button is pressed while the hit lamp 
34 is alight contacts on the hit or miss relay 
30 33 cause a shot relay 37 to be energized. 
This starts a small motor or pulsing unit 
which actuates a credit cam device 38. The 
last mentioned device sets up one or more 
additional credits in the meter 30 (and rc- 
35 duces the total number of credits by one 
as payment for the game) and at the same 
time pulses an electromagnet 39 which is 
mounted at the hack of the panel of the 
"Duck Shoot" or second machine unit 21 
40 shown in Figure I. The second unit is indi- 
cated by the box 21 in Figure 2. The 
pulsing of the electromagnet 39 causes a 
disc 40 to receive a rotational impulse 
through a ratchet and pawl mechanism 41. 
45 The disc 40 K mourned on the vime spindle 
as the representation 26 of the duck in Figure 
I and this representation therefore spins 
around. At the same lime a linkage 42 
causes a m.nement of the representation of 
50 a huntsman vbown on the panel of the 
second unit in Figure I. 

The shot relay may be arranged to main- 
tain the illumination of whichever of the 
lamps 34 or 35 represents the result of the 
55 cariie. When the extra credit or credits 
has ha\e been set up in the meter the unit 
returns to its former state with the two lamp 
34 and 3* flashm* alternate!), awaiting the 
nest attempt of the player to score a hit. 
60 If the plaser should score a miss, that is. 
prcs-s the tri$?cr button while the miss lamp 
?5 is illuminated, a cut out relay 43 is ener- 
gized Thix actuates the- credit meter 30 so 
as to reduce the number of credits set up in 
65 the meter 30 by one tor other predetermined 



number). The relay 43 may also be arranged 
to extinguish both the lamps 34 and 35 mo- 
mentarily. If the reduction of the credits in 
the meter 30 should reduce the number re- 
maining to zero then the player must insert 70 
further coins or tokens in-order to continue 
playing in the second machine unit until he 
has used up the remaining number of shots 
allowed. In the embodiment being described 
ten shots are allowed when the second ma- 75 
chine unit becomes operative. After the ten 
shots have been used a contact in the unit 
29 de-energizes the whole of the elements 
29 to 39 so that the first unit containing the 
reel mechanism 28 again becomes operative 80 
while the second machine unit is locked out, 
i.e. v becomes inoperative. 
WHAT WE CLAIM IS: — 

1. A coin or token operated amusement 
machine comprising a first automatic ma- 85 
chine unit of a kind from which the user 
may either win a prize or attain a first pre- 
scribed objective, the winning of a prize or 

the attainment of the first prescribed ob- 
jective being dependent mainly on chance, 90 
a second automatic machine unit of a kind 
from which the user may win a prize if a 
second prescribed objective is met, the at- 
tainment of the second prescribed objective 
being dependent wholly or mainly on skill, 95 
and electrical and mechanical control ap- 
paratus interconnecting the two units, the 
control apparatus being so arranged that the 
second unit is initially locked out and the 
user is compelled to use the first unit, the 100 
attainment of the first prescribed objective 
causing the first unit to be locked out and 
the second unit to become operative. 

2. A machine as claimed in claim 1 in 
which the first machine unit comprises 105 
means whereby it will deliver prizes if certain 
predetermined objectives are attained, and 

if one particular objective is attained it will 
cause the second machine unit to become 
operative, the first machine unit being locked HO 
out. 

3. A machine as claimed in claim 1 or 
2 in which the first machine unit is of the 
type generally known as a "fruit machine" 

or a variation thereof. 115 

4. A machine as claimed in any preced- 
ing claim in which the second machine unit 
comprises two symbols which are alternately 
illuminated in rapid succession, a push but- 
ton by which the player may modify a circuit, 120 
and means by which the modification of 

the circuit while a predetermined one of the 
symbols is illuminated provides a prize. 

5. A machine as claimed in any preced- 
ing claim in which the prizes are in the form 125 
of credits, the machine comprising a control 

by which the player may at any time recover 
coins or tokens corresponding to the accu- 
mulated total of credits. 

6. A coin or token operated amusement 130 
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machine arranged and adapted to operate EDWIN C AXE & CO., 

substantially as herein described, with ref- Chartered Patent Agents, 

erence to and as illustrated in the drawings Chartered Patent Agents 

accompanying the Provisional specification* Agents for the Applicants. 
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